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Engine Technology Design of On-line 3D Game
Hak-Hyun Choi*, Jung-Hee Kim**

Abstract

The process of developing a online 3D game engine involves designing details of the engine,
alpha test, adjustment, supplementation, beta test and introduction, and an online 3D game engine is
made of a server engine and client engine. The server engine, which is made of server construction
part, distribution center and DB construction part for building asymmetric multiple servers, is
developed by Linux, and the client engine, which is made of a graphic part, sound part, Al part
and object management part, is developed by using DirectX in Windows, and it proposes an engine
configuration and method based on 3D engine technology by analyzing the network technology,
which is a common engine technology.
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